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INTRODUCTION 


H eath mathematics 
SOFTWARE provides 
ample drill and practice 
to enrich your curriculum. 
The objective of the TOURNAMENT 
program is to help students retain 
mastery and develop rapid recall of 


the basic facts through motivation and 
competition in timed speed drills. As 
many as six tournaments, with up to 
fifty participants in each tournament, 
can be ongoing at the same time. The 
tournaments are 


Please choose a game. 

(Type the letter of your choice.) 

* (OH Addition Speed Drill 
$(G1 Subtraction Speed Drill 
m Mixed Addition ft Subtraction 
$(0! Multiplication Speed Drill 
$(01 Division Speed Drill 
dMl Mixed Multiplication & Division 
% marks a Tournament Game 

HMSl to stop now 




J 
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GETTING STARTED 

The Computer 

HEATH MATHEMATICS 

SOFTWARE runs on an Apple® 11+, optional (for printing the tournament 
lie, or lie computer with 48K of mem- ladder), 
ory and one disk drive. A printer is 


Running the Program 


To run the program, follow these 

simple steps 

1. Set up your computer as outlined 
in your computer manual. 

2. Open the disk drive door, insert the 
disk with the label side up, and 
close the door. 

3. Use the appropriate switches to 
turn on the computer and monitor. 
Note that the red light on the drive 
indicates that the program is 
loading. 


4. Instructions needed to run this pro¬ 
gram will appear on the screen. 

You may refer to your manual for 
further detail. 

5. To exit from the program, remove 
the disk when the drive light is off. 
Turn off the computer and monitor. 


Special Keys 

Pressing the RETURN key records Pressing the ESC key allows the 

a user's choice. Prior to that, an user to exit from the program and 

answer can be changed by pressing return to the beginning, 
the left ARROW key (* *-). Each press 
of the key will move the cursor back 
one space. 
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OVERVIEW OF 
A TOURNAMENT 


Setting up a 

The teacher sets up a tournament 
by following these steps 

1. Determine which students wish to 
enter a tournament. 

2. Enter the Teacher Mode (see the 
Teacher Mode section of this man¬ 
ual) and choose A. Set up a 
new Tournament from the 
Teacher Mode Menu. 

3. Follow the on-screen instructions 
to enter student names. 

The computer then sets up a 
tournament ladder—a vertical list of 
the students’ names in the order in 
which they were typed by the teacher. 
This list may be reordered later by 
choosing E. Rearrange a Tourna¬ 
ment Ladder from the Teacher Mode 


Playing in a 

A tournament game is a timed 
speed drill. Each player is given 
approximately one minute to do as 
many exercises as possible. The exer¬ 
cises are shown (one at a time) until 
an answer is entered and RETURN 
is pressed. If an answer is correct, 
another exercise is given. If the 
answer is incorrect, the computer 


Tournament 

Menu (see the Management System 
section of this manual). Any player 
on the list may challenge any player 
above him/her on the ladder. If the 
player higher on the ladder wins, the 
ladder remains unchanged, but if the 
player lower on the ladder wins, that 
name is inserted in the list immedi¬ 
ately above the losing opponent. 

Over a period of time, the more- 
skilled students move to the top of 
the ladder and the less-skilled ones 
move to the bottom. At the time the 
tournament is set up, a finishing date 
and time should be entered into the 
computer. Whoever is at the top of the 
ladder at that finishing date is the 
tournament winner, the second player 
finishes second, etc. 


Tournament 

indicates so, and supplies the cor¬ 
rect answer. Each correct answer is 
awarded one point. The player with 
the greatest number of points is the 
winner. In the case of a tie, the com¬ 
puter immediately sets up another 
tournament between the same 
two players. 
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USING THE PROGRAM 


Name Entry 

Once the program is loaded into appear from the screen, the following 

the computer, and the title pages dis- message will appear: 


r. 


Please type your first name. 
Jason 

Nou type your last name. 
Porter 




If you mis-typed your name, 
press iinEflii to try again 
or the fUi to continue. 


At this point, one of two modes 
may be entered. The STUDENT 
mode allows students to play in a 
tournament or a practice game. The 


TEACHER mode allows teachers to 
enter the Management System and 
to set up, review, and monitor 
tournaments. 
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Student Mode 


Students enter the program by 
typing their first name and pressing 
RETURN, then typing their last name 
and pressing RETURN. The com¬ 
puter will accept up to 15 letters for 
each first name and each last name 
entered. 

It is possible that a student’s 
name was entered in the tournament 
in a manner that is different from the 
way the student entered it. This can 
be determined by choosing to see the 
tournament ladder from the menu 
shown and then examining the names 
listed on the ladder. The student 
should note the manner in which his 
or her name is listed on the tourna¬ 
ment ladder, then, by pressing the 
ESC key, return to the name-entry 
screen and reenter his or her name 
exactly as noted. 


This menu will appear on the 
screen 



After the student makes a choice 
from the preceding menu, the com¬ 
puter asks the student to choose the 
skill game. 

- \ 

l>I <f»pe 0 lhe S fetter n 'of your choice.) 

*fDD Addition Speed Drill 
*1® Subtraction Speed Drill 
mi Mixed Addition ft Subtraction 
*<QI) Multiplication Speed Drill 
* HD Division Speed Drill 
ID Mixed Multiplication ft Division 
* narks a Tournanent Gane 

(OSD to stop now 

___y 

The asterisks (*) in the above 
screen indicate that tournaments have 
been set up in addition and subtrac¬ 
tion only. If a student has indicated 
that he or she wishes to play in a 
tournament, and then makes a selec¬ 
tion not marked by an asterisk, the 
computer will indicate that there is no 
tournament set up for that game and 
allow the student to make another 
choice. 


Once a student has selected a 
tournament marked by an asterisk, the 
computer searches the ladder of that 
tournament for the student’s name. If 
the name is found, the computer lists 
the names on the ladder, highlighting 
the student's name. Then the com¬ 
puter asks the student to move the 
arrow to the name of the player being 
challenged. The arrow is moved up by 
pressing the left ARROW key (<-) 
and down by pressing the right 
ARROW key (Once the arrow 
is positioned next to the name of 
the student being challenged, press 
RETURN. The computer will then 
ask if the challenged player is ready 
to play. If the answer is (Y)es, the 
game begins. If the answer is (N)o, 
the student is given the opportunity 
to challenge another student or to 
select another tournament. 
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Teacher Mode 


Teachers wishing to enter the 
Management System should type 
TEACHER and press RETURN when 
the name-entry screen appears. The 
following instruction will appear on 
the screen: 

Please type your password. 

The first time this disk is used 
there is no password recorded, so 
just press RETURN and the Teacher 
Mode Menu will appear. You should 
then choose and enter a password by 
following the instructions given on the 
screen. From that time on it will be 
necessary to type that password when 
the above instruction appears on the 
screen. Note that the screen will show 
X’s in place of the typed letters. This 
is so that students will not see the 
password. 

If the password is typed correctly, 
the Teacher Mode Menu will appear 
on the screen. If the password is 
typed incorrectly, this message will 
appear: 

That is not correct. If you have 
forgotten your password, see the 
Management section of your 
manual. Press SPACE BAR to 
continue. 


If you know the password and 
merely mistyped it, press the SPACE 
BAR for another chance. You will be 
given three chances before the com¬ 
puter returns you to the sign-on 
screen. 

If the password has been for¬ 
gotten, press CONTROL and Q at the 
same time. This will inform you of the 
correct password. (Note: If a student 
sees the password at this time, it is 
a good idea to change it.) 

After the password has been 
typed correctly, the Teacher Mode 
Menu will appear on the screen. To 
choose from this menu, type the letter 
of your choice. Each choice on the 
menu is explained in the Management 
System section of this manual. 
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LEAVING THE 
PROGRAM 


player can leave the pro¬ 
gram at any time except 
in the middle of a game 
or while a ladder is 
being printed. Instructions for leaving 
are on the screen at all appropriate 
times. These instructions should be 
followed carefully so that the com¬ 
puter can update records properly. 


Whenever ESC is pressed to leave the 
program, the computer will return to 
the sign-on screen. At that time, turn 
off the computer and monitor, open 
the disk drive door, remove the disk, 
and store the disk in its assigned 
place. 
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THE MANAGEMENT 
SYSTEM 


Upon entering the Management 
System (as explained in the Teacher 
Mode section of this manual), the 
following Teacher Mode Menu will 
appear: 

r~ -\ 


What would you like to do? 

(Type letter of your choice.) 

10) Set up a new Tournament 

(0) Change a Tournament 

111) Erase a Tournament 

10) Review a Game (non-tournament) 

10) Rearrange a Tournament Ladder 
0) Print a Tournament Ladder 
0) Make Back-up of Tournament Data 
10) Retrieve Back-up Data 
UMS# to exit 

v _ ___ J 

To choose from the menu, type 
the letter of your choice. 

A. Set up a new Tournament 

enables you to set up a tournament 
with a list of names. When presented 
with the list of tournament choices, 
select the one you wish to set up 


(refer to the Setting up a Tournament 
section of this manual). If you select 
one for which there is already a tour¬ 
nament, you will be warned that con¬ 
tinuing will erase the names from that 
tournament. However, if the old tour¬ 
nament is completed, continue. If not, 
escape at that time. 

After a tournament has been 
selected, you will be asked to type a 
date and time at which the tournament 
will end. Choose a date several weeks 
in the future, and a time, possibly at 
the end of the school day. This date 
will always appear on the screen with 
the tournament ladder so that the stu¬ 
dents know when the tournament 
ends. While the computer does not 
use the date or time in any way, it is 
important to have an official ending 
time. Otherwise, students will always 
want to have “one more" opportunity 
to move up the ladder. If you wish 
to change the ending date, use 
B. Change a Tournament. 


12 


B. Change a Tournament 

allows you to make any of the follow¬ 
ing changes for any tournament: 

• Add a name to a tournament ladder 
—to finish typing a list of players 
or to add names to a ladder after 
the tournament has already started 

• Delete a name from a tournament 
ladder— when a player moves 
away or is absent for a long period 
of time 

• Change a name—either change 
spelling or substitute one player for 
another 

• Move a player’s name on a tourna¬ 
ment ladder—in case it is neces¬ 
sary to negate the results of a 
tournament 

• Change a record—either the 
number of wins or losses in a 
player’s record when a game is 
negated 

• Change the ending date of a 
tournament 



The next step in setting up a new 
tournament is to type the names of 
the players by following the directions 
on the computer screen. The com¬ 
puter will allow you to reuse the 
player list from any other tournament 
on file. This will save you from having 
to type each name over again if you 
wish to repeat a list. 

Type carefully, and use a stu¬ 
dent's name exactly as the student 
wishes. This will prevent problems 
when the student signs on to play a 
game. The computer will give you a 
second chance to correct your typing 
immediately after you enter each 
name. 

If you cannot type the whole 
entry list for a new tournament at one 
sitting, type as many names as you 
wish and then exit from the program. 
You can complete the list at a later 
time by using B. Change a 
Tournament. 
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C. Erase a Tournament 

enables you to clear a tournament. 
(Note: It is suggested that you erase a 
tournament after a printed copy is 
made of the final results.) 

D. Review a Game (non- 
tournament) allows you to play a 
game alone or with an opponent with¬ 
out keeping a permanent record. 

E. Rearrange a Tournament 
Ladder allows you to randomize or 
alphabetize the list of names appear¬ 
ing on the ladder, should you choose 
not to leave the list in the exact order 
it was typed originally. 

F. Print a Tournament Lad¬ 
der enables you to make a printed 
copy of the ladder. Do not try to print 
a ladder if a printer is not connected 
to the computer (using interface slot 
1), or the computer will lock up. If 
this happens, try re-booting the disk 
by pressing CONTROL and RESET 
(on the Apple® 11+) or d , CON¬ 
TROL, and RESET (on the Apple® 
lie and lie). If that fails, start again by 
turning the computer off and then on. 


G. Make a back-up of Tour¬ 
nament Data allows you to keep an 
extra copy of the tournament data on 
another disk. This is wise to do in the 
event that the original file on the mas¬ 
ter disk is damaged. For this back-up 
data file you will need an initialized 
disk. (See your Apple computer 
manual.) To make a back-up on an 
initialized disk, follow the directions 
on the screen. Store the back-up 
copy in a safe place. 

The back-up copy should be kept 
up to date. To update a back-up file, 
insert the back-up disk into the drive, 
enter the Teacher Mode (see the 
Teacher Mode section of this manual), 
press G when the Teacher Mode 
Menu appears, and follow the instruc¬ 
tions on screen. Each time a back-up 
file is created, any existing back-up 
files are erased and replaced by the 
new back-up file. 

H. Retrieve back-up Data 
allows you to replace the tournament 
data file on the master disk if it is 
accidentally erased or otherwise 
damaged. 
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